The Beastmaster 

Most fighters prefer the thick of civilization. It's where the money is, or the glory, or the sexual companionship. Some 
fighters, however shun the city and become a member of an animal pack or herd. These fighters are one with their 
wilderness and gain a loyal animal companion that will fight and die with them. 

SPELLCASTING 

When you reach 3rd level, you gain the ability to cast spells. See chapter 10 for the general rules of spellcasting and 
chapter n for the druid and ranger spell list. 

Cantrips. You learn three cantrips: druidcraft and two other cantrips of your choice from the druid spell list. You 
learn another druid cantrip of your choice at 10th level. 

Spell Slots. The Beastmaster Spellcasting table shows how many spell slots you have to cast your spells of 1st level 
and higher. To cast one of these spells, you must expend a slot of the spells level or higher. You regain all expended spell 
slots when you "finish a long rest. For example, if you know the lst-level spell charm person and have a lst-level and a 
2,nd-level spell slot available, you can cast charm person using either slot. 

Spells Known of ist-Level and Higher. You know three lst-level druid or ranger spells of your choice. The Spells 
Known column of the Beastmaster Spellcasting table shows when you learn more druid or ranger spells of 1st level or 
higher. Each of these spells must be of a level for which you have spell slots. For instance, when you reach 7th level in this 
class, you can learn one new spell of 1st or 2nd level. 

Whenever you gain a level in this class, you can replace one of the druid or ranger spells you know with another 
spell of your choice from the druid or ranger spell list. The new spell must be of a level for which you have spell slots. 

Spellcasting Ability. Wisdom is your spellcasting ability for your druid or ranger spells, since you learn your spells 
through adapting to the cruelties of nature. 

You use your Wisdom whenever a spell refers to your spellcasting ability. In addition, you use your Wisdom 
modifier when setting the saving throw DC for a druid or ranger spell you cast and when making an attack roll with one. 

Primeval awareness - Beginning at 3rd level, you can use your action and expend one beastmaster spell slot to focus 
your awareness on the region around you. For 1 minute per level of the spell slot you expend, you can sense whether the 
following types of creatures are present within 1 mile, or six miles if within your favored terrain, of you: aberrations, 
celestials, dragons, elementals, fey, "fiends, and undead. This feature reveals the creatures' location. 

Spell save DC = 8 + your proficiency bonus + your Wisdom modifier 

Spell attack modifier: your proficiency bonus + your Wisdom modifier 
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FAVORED TERRAIN 

You are particularly familiar with one type of natural environment and are adept at traveling and surviving in such 
regions. Choose one type of favored terrain: arctic, coast, desert, forest, grassland, mountain, swamp, or underground. 
When you make an Intelligence or Wisdom check related to your favored terrain, your proficiency bonus is doubled if you 
are using a skill that you're proficient in. 

While traveling for an hour or more in your favored terrain, you gain the following benefits: 

Difficult terrain doesn't slow your group's travel. 

Your group can't become lost except by magical means. 

Even when you are engaged in another activity while traveling (such as foraging, navigating, or tracking), you 
remain alert to danger. 

If you are traveling alone, you can move stealthily at a normal pace. 
When you forage, you find twice as much food as you normally would. 

While tracking other creatures, you also learn their exact number, their sizes, and how long ago they passed 
through the area. 

You choose additional favored terrain types at 6th and 10th level. These choices may be planar domains. 

BEASTMASTER'S COMPANION 

At 3rd level, you gain a beast companion that accompanies you on your adventures and is trained to fight alongside 
you. Choose a beast that is no larger than Medium and that has a challenge rating of 1/4. or lower (appendix D presents 
statistics for the hawk, mastiff, and panther as examples). Add your proficiency bonus to the beasts AC, and damage rolls, 
as well as to any saving throws and skills it is proficient in. Its hit point maximum equals its normal maximum or half you 
hit-point maximum, whichever is higher. 

The animal companion obeys your commands as best as it can. It takes its turn on your initiative, though it doesn't 
take an action unless you command it to. On your turn, you can command the beast where to move (no action required by 
you). You can use your bonus action to verbally command it to take the Attack, Dash, Disengage, Dodge, or Help action. 
You may also have your animal companion attack by expending one of your own attacks. 

While traveling through your favored terrain with only the animal companion, you can move stealthily at a normal 

pace. 

If the animal companion dies or needs to be set free, you can obtain another one by spending 8 hours magically 
bonding with another beast that isn't hostile to you, it may be either the same type of beast as before or a different one. 

Whenever you gain an ability score increase or a feat by gaining levels in fighter, you may apply the ability score 
increase or feat to your animal companion instead of yourself. Keep track of these choices, as they will carry over from one 
companion to the next. 

ANIMAL COMPANION GROWTH 

At 7th level, your animal companion grows larger to the next size category (tiny becomes small, small become 
medium, medium becomes large, large becomes huge). Also, if you need to obtain a new animal companion, you may tame 
a creature with a challenge rating as high as your ranger level divided by 3, rounded down. 



EYES OF THE BEAST 

At ioth level you can share senses with your animal companion as through the find familiar spell. While your 
animal companion is within 100 feet of you, you can communicate with it telepathically. Additionally, as an action, you 
can see though your animal companion's eyes and hear what it hears until the start of your next turn, gaining the benefits 
of any special sense that the animal companion has. During this time, you are deaf and blind with regard to your own 
senses. 

SHARE SPELLS 

Beginning at 15-th level, when you cast a spell targeting yourself, you can also affect your beast companion with the 
spell if the beast is within 30 feet of you. You gain the spells: Enhance Ability, and Enlarge 7 'Reduce to your spell list. 

FERAL SENSES 

At 18th level, you gain preternatural senses that help you "fight creatures you can't see. When you attack a creature 
you can't see, your inability to see it doesn't impose disadvantage on your attack rolls against it. 

You are also aware of the location of any invisible creature within 30 feet of you, provided that the creature isn't 
hidden from you and you aren't blinded or deafened. 



